
TEXAS HOLD-EM 


Texas Sold-Ern is played with a 52 card deckwith no joker. From a totd of seven cards airh 
the object being to make the best five card high hand using any combinationof two hole cards 
in conjunction with five community b d cardsplacedface-up by the deal=. 

1. Each player receives two cards as their initial hand. There is a round ofbetting after these 
cards have been dealt. 

2. Once the betting round is complete the dealer must barn the first card from the top of the 
deck. The dealer wdl rap the table conspicuoudy with a closed hand in akn-g motion, 
which is to Let players aware that cardsare about to be dealt. 

3. Three board cards are tunzedover s i m u l ~ u s l y(cailed the ffup). Thesecards are available 
to all players and anotherround of betting is made upon their amid.  

4. Dealer b m s  another card. 

5 .  Another card is then placed faceup with the three board cards (known as the turn card) 
followedby another round of betting. 

6. Anather card isburned, 

7. The final board card is placed face up (river card) followed by the last betting round. 

8. There will be a total of threeburn cards one before the flop. one before the fourth card and 
one before the fifth and final card. 

Texas Hold-Em uses a flat disk called a dealer button to indicate the player, wbo in 
theory deals the cards for a pot. (The player with the button) is the last to receive cards 
on tbe initid deai and has the right of last action on W n g  rounds. 

Except for the first betting rwnd one or more blinds are used to stimulate action and 
initiate play. MI blinds are posted before players look at tbeir cards 

BIinds count ;rs part of player's b& unless the structure of a specific game or situation 
requires piartor all of a particular b h d  to be dead. Dead chips are xmt part of a player's 
ktand are taken iatothe middle of the pot, 

Blinds are posted by players setting in consecutive clockwise order from the button. 
Action is initiated on the first betting n#md by the player on the immediate left of the 

Iersoo who posted the furthest blind clockwisefrom the button, 



Pan is playett with 320 cads; 8s. 9s.  10s. and Jokers are 
orn~t~ecl.Chips arc used Tor settlenient. .I\dditional 
c:~rds (Spades) nuly be deleted. 

The object 0 1  lhe game IS to ha\*e eleve11 cards. ~ C Cup 
In Iront ol you. on the table in valid ~nelds. The first 
player cloln: so is the wini~cr and rccetves lrorn cach 
player w l ~ h  cards and chips (also those wlth hallcis that 
Jrc fouled) the total value of hldher melds as they lay, 
two lor \vlnning the hand plus the tops Cantesi. which 
iiius~bc givcn to hlln/her last. he/shc is the first play- 
er desk to on the nrsi  hand 

Rank of Cards 
C,\rcls in cach sult tank K \hrgh), Q,J ,  7, 6, 5. 4. 3. 2.  
r\cc- The jack anal K\v~- art' in sequence. Thcrc IS n o  
rank ol suits, escept that Spadcs pay double In some 
cases. (Set: Conditions) 

The Draw 
Cards arc irlwuys clrnlt to 111c right (countcr clock\vise? 
11o1 to thr ICFI as in n:c)st games. They are dealt Five 
cartis at a time. in he beginning deal. four cards arc 
turiied down nncl the filth card is turned up to each 
player. Tiic lowcst card up  is thc clclcst hand. Frcm 
11icnon. the winner of cach hailcl is dealt to first, and is 
first lo act. 

The Shuffle 
Thc Pan dcaler (mu~l ic r )  is resporislbie for shuiTl~ng 
~ h cdeck. .41ter each hand, llie discards are shuffled 
w ~ t h.I 1mrt1011iron^ the back thc dcck, lo wh~cli 
posltlon thew cards are then restored. 

The Deals 
l'lic d a t e r  (muckcr) gives tach pta?-cr tcn cards, in two 
rounds of live at a time. brginn~ng with the winning 
player. For the deal hdshe takes cads  from the front 
oS the dcck, restoring ilny excess to the front of the 
deck. 

Going On Top 
Ge(orr play starts, each plavcr beginning with the win-
ning hand declares whether hdshe will stay in the play 
or retire. 11' hdshe retires. he/she clisrards hidher hand 
i111il torScits Ilidher ante. Hands discarded by retirir~g 
player are no1 returned to the deck. but arc set aside so 
[hat they may not br d raw in play TL forfeirs go ro 
the player who goes out. 

The Play 
hla~t~n;:w ~ t h  thr player to thc r1g11t ol the dcC1lcr. C,LLII 
In turn draws one card. from the top of the deck or 
fronl the top of the dxscard pile. If hc/shc takes \he top 
card of the deck, hdshe must rmmediatel? use lr in .i 
mrld or discard 11. Hdshe may draw from the dlscard 
pllc only i I  1) the LOP card of the discard p ~ l c  was 
dn\vn lro~iihe deck and discarded by preceding play-
cr. nntl 3) hcihhc call 1nune~it.11~1)rncld t h ~ s  card 111 ,\ 


co~nb~nntion. 


Alter drawing and hefore complet~~lg this turn by dis-
card~tigone rnrd bcc- t~p.the player may meld as many 
sels as  cishe he holils, or add lo hiu'her rsisang nields 

The object ol  play is lo ~neld clcvc~i cards. the first play- 
t.r to do so wins the ganie. 

Melds 
EL1rh rncld (or sprcacl) ~iiusl 1,r .II least thrrc c ~ r d s ,  I I  

niay be u many as tlevcn For convenrrllcc I hc melds 
nkc cjass~flrd as wclnenccs cusuailv callrd ~opc>!.wci 
SL'lS. 

Sequence 
.Ail\ thrrr c ; ~ din srqucncr of thc 5nmr uni~ .ah H m r t  
(2.  1 T -

Set 
Thice ~arcls ol thc salnc rank and ol d~fferent hults. ;IS 

Hcart -I,j l~adc4. Club $, or  of the same suit. as Club 
QQQ. In .~clditrr~n, any three aces or any th~t-rkings 
I t m i  J QCI regitrdltrss of SUII ,  as Diamond -4.Diarnond 
;\ Club .4. 

Conditions 
Ccrtarn nirltls arc callrcl cundition. On mcldlng a coil- 
31titlu. the player immccllatrl\- collet-13 chips froin ~ v c r y  
player, 3s lollows. 

.Ill t11rnc.s. five's, and se\fensart- \,lrlc (pronounc~d vnl-
Icy) cards, that is cards of \~alur. Cards oT other rank 
are non-\.ale. 

The Conditions are: 

1. Any set of vale cards, nor in ~ h rsame suit, I chip. 
2. .4ny set of vale cards. in the same suit, $ chips in 
Spades. 2 chips in any other suit. 
3. Any se! of non-vale cards, in thc same suit, 2 cllips 
in Spades, 1 chip in any orhcr suit. 

-4. ;\ny sequence of A, 1,  3. in t l lc same s ~ t i  t ,  2 chips in 
Spades, 1 chip in any othcr sui~.  
5.  .An!. scqucncc ol K. Q.J. in the same suit. 2 chips in 
paclcs. 1 chip in A n \  o t t ~ r ~ -mil. 
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Increasing 
;\ p l a y  inay add oric or more cards lo iuiy or his/lim 
mrids. pi-o\liclcd t h s ~  ilie iliarnctrr ill the iiicld is pre+ 
ser\~crl. To 21 ser of  diffcrcnt suils lie/she may add ;III){ 
card of ~ h rsa~ile rank. to a sct o l  the .i;~mr suils. anolh-: 
er OIlhc snnic rank and an)?suit. When such r.lrds are: 
si) added to a condition. the player collec~s ~ l l e  valuc. oc 
thc original condi~ion Ibr each additional ci~rd. except; 
~liatonly h a i i ~ h e  value is  paid for ndtlitional to a set ot?; 
thl-ec vale cards in thc same suit i 2  chips in Spides, 1: 
chip in any other srrili. 

iln< ~ n d dmay he iplit into two 1)y tlir adtlirion of 
cards. provicled that t\vo valid nields results. Fur csnrn- 
pic: Diamontl J .  7 ,6 , 5, may be split into [wo mel& by 
the arktinon t?f Dialnorid QTqTThe advantag in split- 
ting is to increase the 11umkr  oF open ends. If splitling 
a ~nelc! creates a condirion, the player collects for this 
condition. 1 chips in Spades, 1 chip in anv other suit. 
For ~snrnp!e:'thr  player !?sd i~c1dct~Ifuur 4s. onc ;art!ir 
5:lIll~: sllit hc,%h~' 1113\;c I \ \ - (> \.:liici llli'id5. l>IIts l\lclll :I 
condition. 

! 	 Borrowing 
.A player Inay tatic 3 iartl from onc nl1iidhc.r incl.casrc1 
rnelcls ro makc nriv nicld. providecl licfshc. Isares a 
\-ilicl n~clcl.For esaniple: Fro111 Club 7. h. 5, 4, h d s h r  
may borrow e i~hcr7 or  4, hut not the 6 or 5. 

Forcing Cards 
I F  the top ctl' the ilix;~rcl pile car1 be rrcldrcl 11) ;I tnrtct or 
the player to ~vhon i  i t  is a\~ailable, any other player mily. 
i f  he/she desires to, rccluin. thc player lo lake t h a ~card. 
The purpose in forcing !his draw o n  he player is to 
c.olnpe1 hindher tu  ~nniica disc-arcl. thereby possibly 
breaking up a prc~spccrivt. conibina~ion. 

Going Out 
When a plavcr sh41u.s clcvcn cnrcls in 11it.lrJ.s. Iit~/slir <,el- 
lrcls two chips fro111 c\,ery pla>w- ancl ;~lso vollrc\s all 
cwcr again lor each r.r>ndition 111hidher carcls. 

\dz.lien a plnycr Iix ill1 [en cartls spread. the p1ayi.r at : 
hislhes left >nay no! discard a card hat purs his/her 

, 

righr-hand opponent. unless tlir Plavrr ;II the lcfr has 
nc.1 other possible choice. 

Irregularities 


1L bdorc lidshe has ~n:~dchis/her firs1 draw. a plavcr 
iinds he/shr has olnc c;~rcls, dealcr will w n r c  l ~ i ~ d k c r  
thc addiiiunal .card. i l  a player has eleven cards. the 1 
~lealrr  \vithdraws [he csccss card from 3 playeris hand 
alril PUIS I he card among rhc discarcictl hancls c~l'retirctl . 
pln!.crs. I C  ;1 plii!.er has been cicatt less ihan eight cards 

or more than ruwive catils. the hand is dead and [he 
player's ante \\*ill be returned. 

1l' a player5 hanil is Forrnd incorrect :if-irr he!sllt has 
mndc higher firs1 clraw. l.ic/shc Inrtst t l i s i~r t l  Iiis/hrr 
lianrl. relirc Iroln ttlat ilcal ; ~ n d  relurn ill1 callcctions 
Iie/sltr has iixlde for conditic>ns. In aridition. Iic/she 
inust conlinue t c ~ninkc due paynlents LOoilless Tor con- 
ditions and Tor winning. 

Incorrect Meld 
I f  n player lays clown ;illy sprcncl no[ conforming to the 
ntles. hdshc must mnkr i t  valicl on clcinanrl. 11hdshc 
ciinnut c lo  so.hclr;hc rnusl rcrurn an): collections nlaclc 
in cunsciluencr o l  the improper spread and l e g d b  pro-
cced with h isker  turn. I T  112she has airea~lvdiscarded, 
hr/she must rtxurn all cullectior~s h d s l ~ e  had nlacle on 
h a t  hai~d.ciiscarcl hislher hand, and relire from play 
1111lil the next deal. b u ~must contir~ueto make due 
pgynlcntt: tn othc.-s rc:- c.i.:ndilions itnil wi~ining. 
Iitwr\:cr. if  hc/she hiib 11ladc 1i1c ~~ic lc l  valid hclor-t 
L ~ r ~ r i i ~ i o ~ ~is c;il\cil 11) i t *  tlicrc is tltl pe~~:~t ty .  



LOW BALL 

1. LawBalI is a draw poker game where the lowest five card poker hand wins. 
The game is pIayed with the standard 52-d deck and one joker making a 53 
total. The joker must be used as the lowest card not already present in the 
player's hand. 
2. Typically, the first two or three players post blinds, which are a portion of 
the opening bet. The sizeof the blinds are determined by the limit of the game 
being played. Playerspost their blinds and are dealt five cardsfaoe down,one 
at a time in rotation. 
3. The dealer will start the deal with the firstplayer to the left of the dealer button 
and complete the deal with the player on thedealer button. 
4. If a player is deal1 more Ulan 5 cards and il is discovered Wore Mshe acts upon 
his/hcr hand, thc cxtra cardwill bc rctricvcdby thc &cr and placcd on thc topof thc dcdr 
as a burn card. If thecard is exposed during this process the hand will be deemed dead. A 
player receiving less cards than required will receive a card from the top of the deck. If 
either situation occurs after any player has acted upon their hand, all bets and blinds are 
forfeited by that player. 
5. A round of betting ensues for players who wish to continue and contend for thepot. 
6. Active players may elect to discard any number of their original cards in attempts to 
improve their hand. The lowest five card hand wins. 
7. There are two betting munds one before the draw, and one after the draw. The betting 
limit after the draw may or may not be twicetheamount before the draw. 
8. A check and raise is permissable as long as the player who chooses this action shows a 
card from their hand being an eight or better. 
9. Participating players have two options: 

A. Wait for thebig blind. 
B. Kill thepot in any position. 

Players may look at two cards and kill thepot (double the blind). When a pot has been 
killed the betting limits before and after the draw are doubIed, and thekill is last to act. 
10. If you are asked how many cardsyou drew by another active player you are obligated 
to respond until there hasbeen action after thedraw. 
11. Before the draw an exposed card of five and under must be accepted. An exposed card 
higher than a five must be replaced after the deal has been completed. 
12. Afterthedraw exposed cardscannotbe q t e d .  After the deal has been completed 
exposed cardswill be replaced. 
13. You may not chedt a seven or better to win. If a seven or better is checked, provided 
it is the best hand all action after the draw is void If you have checked a seven or better 
you cannot win any subsequent bets although you are still eligible to win whatever was 
in thepot before the draw. If you have checkedand your hand is beaten by a better hand 
you will lose the entire pol including any additional calls you make. 
14. Remaining cardsin a dcck aftcr thcdcal has bccn complctcd arcused as draw cardsand can 
be dealt to players wishing to draw with theexception of the lastcard in the deck In case of 
insufficient cards the dealer will gather all discards of players who did not wish to continue. 
The dealer is dduring this gathering of cards to not include discards of players waiting 
to draw. 
15. When the final round of betting is complete the players areasked to show dawntheir hands 
so the player with the lowest five card poker hand canwin thepot. 





FIVE CARD DRAW POKER 

The object of fwecard draw is to make the best fivecard high poker hand. 

Each cardmom licensee shall be requiredto obsewe the p r o c a h s  set forth in thissectian for 
each game offive-carddraw lowpoker offered 

1. Each poker table shallbe restricted to a maximumof eight players. Each player who dects to 
participate in a round ofplay may be required to place an ante. The rule governing the placing 
d a n  ante, and the amount oftheante shallbeposted 

2. The order in which the cardsshallbe deatt and the order in which players shallbe determined 
in aam* with tbe procedures shallbe gmernedby the use ofa buttoe 

3. Startingwith the player to the immediateleft of thebutton and continuingin a clockwise 
rotation a m i d  the poker table, the dealershalldeal five rounds of a d s  face down to each 
player with the button being the last player to receivea card each time. -

4. After each player has been dealt five cards facedown, an initialbetting roundof betting 
shall commence. Starting with the player to the immediateleft d t h e  button,cantimring in a 
clockwise rotation 

5. After completion ofthe initial betting round each player remaining in the round ofplay 
startingwith the player to the immediate left of the button and continuing in a clockwise 
rotation shall have opportunity to draw new cards. This process shall be accomplished 
one player at a time. h h  player may keep the original hcards deatt to them, or discard as 
many as they choose. Each discarded card shall be replaced by the dealer with a newcarddealt 
£ram the deck. Before any new cards are dealt the dea,ler shall burn the top card af the deck. 
If insufficient cads remain in the deck for each participating player wanting to discad, the 
discards frommn-playm shall be reshuUledand used. Any player w!m has not mpested an 
exchangefor new cardsprior to the resbutlle, shall notbe induded in the draw ofrahuilkd 
cards 

6. Final betting ronnd shall commence with the option to bet or check starting with the player 
immediately left ofthe buttoncontinuingclockwiseuntil the lad player wishing to respond to 
any bld, bet, or raise has responded 

7. If more than one player remains in the roundofplay after the final roundhasbeen completed 
a showdown shall determine the winner or winnersd the pot Thewinner shall be determined 
by: 

1.-INHIGH POKER: THEPLAYER WITH THEHIGHEST RANKING 
FIVECARD HIGH HAND. 
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